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BOD*UNK 

■CONVERTS YOUR COMMODORE 64/128 
INTO A HEALTH AND FITNESS SYSTEM. 



No matter what the sport, we have become a nation 
conscious of performing to win. We spend hours training, 
practicing, competing. Bodylink gives you the individual 
attention of the best pro—anytime you desire for as long 
as you wish—and at no extra cost. The Bodylink System 
provides instantaneous feedback on the exact manner in 
which your muscles are performing, enabling you to 
correct your swing or refine your pitch while still in motion. 
Bodylink allows a true two-way conversation between you 
and your body, giving you the winning edge. 

MUSCLE COORDINATION PACKAGE—$139.95 
This package includes Bodylink, Standard EMG Sensor and 
Lead Set, Head-Band, three electrodes and two software 
cartridges containing several programs. 


Reducing Stress. 
A Healthier and 
More Productive 
You 


Medical authorities now consider stress a major health risk 
which may result in migraines, ulcers, back pain and 
heart attacks. With Bodylink you have within reach a 
powerful stress reduction system. Bodylink allows you to 
focus on physical signs of stress such as muscle tension 
and skin temperature. By using this feedback, Bodylink 
quickly and effectively teaches you to reduce stress for 
a healthier and happier life. 

STRESS REDUCTION PACKAGE—$209.95 
This package includes Bodylink, Biofeedback EMG Sensor ond 
Lead Set, Head-Band, three Electrodes, Biofeedback 
Temperature Sensor, and two software cartridges containing 




Getting in Shape... Easier.. 

Safer... More Effectively 

Home exercise now becomes exciting and more effective. 
With Bodylink you can be sure you are exercising for 
maximum benefit. While using the aerobic exercise 
package, Bodylink monitors your heart rate and helps you 
determine the ideal level you need for aerobic gain. 

With the isometric muscle exerciser and training package, 
Bodylink guides you to do muscle developing exercises 
correctly and effectively. Bodylink motivates you to work 
harder if you are not reaching your target level, or helps 
you slow down if you are working too hard. 

AEROBIC EXERCISE PACKAGE—SI 99.95 
This package includes Bodylink, Standard EMG Sensor and 
Lead Set, Leg-Band, Pulse Rate Sensor, and Iwo software 
cartridges containing several programs. 

ISOMETRIC MUSCLE EXERCISE & TRAINING PACKAGE—$139.95 
This package includes Bodylink, COMET, and Iwo software 
cartridges containing several programs. 

BODYLINK is a peripheral that plugs into the cartridge slot of the 
Commodore 64/128 computer. Knowledge of computers or computer 
programming is NOT necessary to use BODYLINK. You don't even 
need a disk drive to save your data. Various sensors are used to 
record internal signals from your body and relay them to BODYLINK. 
You simply place the sensor against the part of your body to be moni¬ 
tored and watch the result on your TV screen. 






Introductory Offer 
Order Now and Save 20% 

Offer expires September 30,1986 


With the BODYUNK 
"COMET"™ (Computerized 
Muscle Exerciser and 
Trainer) attachment, you 
can build and tone the 
groups of your 
chest, back, 
legs, and arms. COMET is 
a electronic muscle builder 
that is connected to BODY- 
LINK and sends a mes¬ 
sage to your TV screen 
when it's compressed or 
pulled. 


Call for More Information and 
our product catalogue 

914-273-6480 or 1 -800-233-2911. 




























If you own a C-64, you 

The one you purchased. And the 


iS realizes the technical 
\ potential that has been in the 
S o) C-64 all along. Speed. 

Power. Ease of use. Sophisti- 
' cation. Elegant, practical 
applications you might 
expect of a high-end personal computer, all 
made possible with GEOS. It’s so simple— 
but then, so was fire. Once it caught on. 


To begin at the beginning. GEOS stands for 

GRAPHIC ENVIRONMENT OPERATING 
SYSTEM. Why? 

GRAPHIC: Because menus and icons 
replace long, typed command lines. Point 
and click, that’s it. 

ENVIRONMENT: Because GEOS provides 
a consistent, powerful way to use your 
computer. Learning new applications is a 
snap (or should we say click). 

OPERATING SYSTEM: Because GEOS 
orchestrates every function so that they all 
work together systematically, 
even symphonically. 

Some basics. Icons are graphic images 
which represent files or utilities. Each is 
different, and all are easy to recognize and 

A menu is just that: a list of functions availa¬ 
ble for selection. When a menu appears, 
move the pointer to any item you wish. 

Click. Click. You’re on your way. 

A pointer is used to select and activate 
items. To move the pointer, roll the mouse 
or trackball or rotate the joystick. Once on 
target, click once to select; click a second 
time to activate. 

Fonts are a new way of looking at text. 
Choose from 5 different fonts (with more on 
the way). Try StomtUt, or Roma, bold, or 
italics, even underline and em; . Need to 

fit more words on a line? Pick a smaller 
point size, like university e pom, and get over one 
hundred characters per line. 

All this and fast too. Because the integrated 
diskTurbo software improves 1541 disk drive 
performance 5 to 7 times. That’s right. On 
both reads and writes. 


GEOS can be divided into 4 areas: two 



existing one. Want to copy a file onto the 
same or a different disk? Fine. Forgotten 
what a file contains? Select “get info” from 
the file menu. A description of that file’s 
contents appears. Finished with a file? Print 
it. Save it. Or drop it in the trash and have 
done with it. Your call. 


I geoPaint. A full-featured, 

I color graphics workshop at 
I your fingertips. The pointer 
I operates any one of the 
I fourteen graphic tools and 
* shapes in the drawing menu. 
Create masterpieces on the Drawing 
Window. By turns, use a pencil, an airbrush 
or a paint brush, each with a character all its 
own. Draw straight lines, squares, rectang¬ 
les or circles. Fill in with any of the 32 
patterns. Switch to pixel-mode, where each 
dot in a selected section is magnified many 
times its size for easy manipulation. 














own two Machines. 


personal computer GEOS" unlocks. 



Second thoughts? Erase what you don’t 
want. Or “UNDO” your last act. (If only life 
could imitate art!) 

Add text if you like, in different fonts, styles 
or point sizes. Even change its position or 
layout at will. 


Move or copy any part of your creation. 
Once done, you can include your artwork in 
another document—a letter home perhaps. 
(Won’t Mother be pleased?) GEOS makes 
it easy. 


Fonts are a new way of looking at text Choose . : 


from 5 of them (with more on the way). Try 31 
®ll)ttU'HC or Roma, boW or /Ms, even 
trxteriine and Need to fit more words on ; 
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geoWrite. An easy to use, 
“what you see is what you 
get” word processor. Create 
documents. Insert, copy, 
move or delete text as you 
wish. Choose from 5 different 


appear off the printer. Typists will appreciate 
tabs, word-wrap and page breaks. 
Documents may contain up to 64 pages. 
What’s more, you can move to any page 
instantly. If you like, you can cut selected 
text from one section and move or copy it to 
another. Add graphics from geoPaint. 



calculator, and photo and text albums which 
store pictures and phrases you may then 
paste into applications. The Preference 
Manager even lets you establish parameters 
for everything from mouse speed to the 
date and time—even background color. 
Civilized options, every one. 



GEOS, A Whole New World 
for the C-64. 


$59.95 TO ORDER: 800-443-0100 x234 
































The Newsroom: 


Design, Create and Print Out 
Your Very Own Newspaper. 


Look who’s making news. 

The Newsroom” is an exciting program 
complete with everything you need to create 
■, Hand sophisticated newspapers that are 
uniquely yours. 

Families, schools and businesses everywhere 
are using The Newsroom to tell their story. 

Here’s what you can do. 

The Newsroom is surprisingly easy to use. 
You’re in control of all design elements, 
starting with over 600 pieces of delightful 


images with The Newsroom's dynamic drawing 
and editing tools. Whatever the nature of your 
news,you’ll find art that fits the situation. 

You an enter text with The Newsroom’s 
word processor in any of five different fonts that 
automatically wrap around pictures. You ran print 
out on legal or letter size paper using any popular 


More clip art to add to 
your collection. 

Clip Art Collection Volume 1" offers an 
additional 600 pieces of art in a variety of cate¬ 
gories. You’ll find the perfect piece to illustrate 
even the rarest of topics. 



Springboard Software, Inc. • 7808 Creekridge Circle ■ 
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- Editor's Notes 


An interesting phenomenon de¬ 
veloped in response to our re¬ 
cent editorial critical of sluggish 
sales of the Commodore Amiga 
where we attributed this weak¬ 
ness to Commodore's targeting 
and marketing of the computers. 
Some readers wrote in to com¬ 
plain that we were being overly 
supportive of the ST; some 
wrote to complain that we were 
attacking the Amiga. We meant 
to do neither, and want to clarify 
those points. 

We feel, quite strongly, that 
the Amiga from Commodore is 
one of the most technologically 
advanced personal computers 
available on the marketplace to¬ 
day. We feel equally strongly, 
given the features and design of 
the computer, that it should be a 
great success. The fact that it has 
not yet shown significant sales 
relative to, say, the Atari ST, in¬ 
dicates to us that the weakness 
in the marketing of the Amiga 
must derive from something 
other than the qualities the com¬ 
puter itself has to offer the buy¬ 
ing public. Perhaps it's the 
targeting of the machine—per¬ 
haps the lack of aggressiveness 
with which it is being marketed. 

None of this concern over 
the lessened acceleration of 
Amiga sales compared to those 
of the Atari ST reflects a lack of 
respect for the computer. As 
with the Atari ST, COMPUTE! 
Publications has been the indus¬ 


try leader in providing, for ex¬ 
ample, new book titles pertinent 
to the Amiga. Not only do we 
want the computer to succeed; 
we also want it to do quite well. 
And we share your disappoint¬ 
ment that it has been a relatively 
slow starter. 

Some of you have indicated 
in your letters that you are un¬ 
der the impression that the 
Amiga is outselling the Atari ST. 
This is simply not consistent 
with the information we've seen 
and heard over the months since 
the introduction of the two ma¬ 
chines. Again, we are not re¬ 
sponsible for the fact that the ST 
is outselling the Amiga. On the 
other hand, sales of the Amiga 
are beginning to show increases. 
As Nigel Shepherd pointed out 
in a recent GAZETTE interview, 
sales figures to date have been 
comparing an installed base of 
worldwide STs to an installed 
base of Amigas in the United 
States. This is a function of 
Atari's expansion into interna¬ 
tional markets ahead of Com¬ 
modore. Commodore, as of late 


summer, is now marketing the 
Amiga in Europe, a market that 
should prove very strong in¬ 
deed. And Commodore expects 
to be delivering approximately 
10,000 units per month. 

We wish success for both 
Commodore and Atari. To wish 
otherwise would be to suggest 
that we have a desire to self¬ 
limit our audience. Do not mis¬ 
understand our push for 
stronger, broader marketing ef¬ 
forts on behalf of the Amiga. We 
remain committed to the sup¬ 
port of the machine. Every issue 
of COMPUTE! continues to pro¬ 
vide useful applications. And 
our COMPUTE! Books division 
continues to provide timely new 
titles dedicated to the Amiga. 
For your part, you can keep 
those articles and programs 
coming. Until next issue, enjoy 
your COMPUTE!. 



Robert C. Lock 
Editor in Chief 










Best Software: “Gulf Strike 




Computer 


g simulation and is certainly 
elusive joystick input device 
ide the player along as well, 
ayable, with only a minimal 
ii and complete (with designer’s 
.. explain in detail the natures of 
game explores a touchy subject 
in the region.” 

k, Strategy & Tactics Magazine 


NEW for IBM PC, C64/128 & Apple II 
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Temple of Apshai Trilogy." The classic subterra¬ 
nean fantasy Now, this all-time bestseller and its 
sequels “Upper 
Reaches of 
Apshai”® and 
“Curse of Ra”® 
have been given 
enhanced graphics 
and put on one 
disk. To make 
it easier than ever 
for you to, well, meet the grim reaper. 

Create your own character with your own per¬ 
sonality traits. Go for the glory Or go for the gold. 
Map 12 levels of dark, underground mazes and nearly 
600 rooms as you encounter skeletal bats, ghouls, 
zombies, and other unpleasant creatures of middle 
earth. And hear new sound effects that’ll send chills 
down your monitor. 

Includes an 80-page 
book on the complete 
lore of Apshai—the 
lost culture beneath 
the Sahara. Of course, 
it’s all pure fiction. 

Or is it? 





They make 'Dune'look like 
a day at the beach. 



I Maybe two have 
I made it out in one 
I piece. It’s a world 
I of underground 
I mazes, bizarre 
I places and magical 
I treasures. Rogue 
■ has a mythology 
all its own, with one fatal reality It’s never the same 
game twice. So forget mapping. This one’s on pure 
intuition and brainpower. 

Enter the Dungeon of Doom. Your challenge is to 
recover The Amulet of Yendor, and make it back to 
Level 1. Not so simple, is it? 

Oh, and just so you won’t think we’re bad sports, 
here’s an enchanted 
sword. Hope you 
know how to use it. 









Readers Feedback 














SYLVIA PORTER'S 
PERSONAL FINANCE SERIES 
MANAGES IT ALL 

Your day-to-day finances. Your financial future. 
And now, your investments, too. 



Your Personal 
Financial Planner 

Helps you track your day-to-day financial 
combines this information with your future financial 
objectives to produce the most comprehensive 
easily-understood financial planning program avai 

For Your Day-to-Day Affairs: 

Maintains your electronic check- 



Calculates your net worth and 
generates customized personal 
financial statements. 

Tracks your financial assets - am 

your insurance policies. 

For Your Financial Future: 

Leads you step-by-step through a series 
of questions regarding your financial 
goals, and your current financial condition. 

Your answers will enable your computer to 
determine and print a summary of the 
amounts you must save each year to meet your financial 
objectives - in both real and inflated dollars. 

Each SYLVIA PORTER program: 

• Interfaces with the others in the Series. You need to 
enter data only once. 

• Generates unique graphic representations that display 
your data in colorful charts. 

• Includes a Customized Report Writer that prints out any 
report you want, ta 



Your Personal 
Investment Manager 

Whether you’re afirst-time investor or a 
sophisticated one, this program enables 
you to efficiently organize, analyze, and 
manage up to 15 individual investment 
portfolios. (Unlimited on hard disk) 


Manages your investment 
transactions: Records, organ¬ 
izes, and classifies all important 
data on your purchases, sales, 
and other types of investment 


Tracks your investment portfolios: 

Displays more than 35 kinds of vital statistical 
data, plus financial profiles on individual 


interest; buy and sell positions; br 


your retirement ir 


; your interest and dividend income, and your capital 
gains or losses. Generates year-end reports. 

■ Includes Telecommunications Access to outside 
Database Sources: Lets you access all major outside 
databases for automatic price updates (modem required). 

• Includes Investment Strategies and Fundamental & 
Technical Analyzers 

PLUS.. . 

FREE 

from DOW JONES News/Retrieval 
Your Password and 1 Hour of P 
(Value over $120!) 

























Use the Brains your 
Commodore Wasn’t born With. 


Right at Your Fingertips 
in CompuServe’s 
Commodore* Forums 

Our Commodore Forums involve 
thousands of Commodore users world¬ 
wide. These Forums show you just how 
easy and fun it is to get the most from 
your Commodore Computer. 

The Commodore Communications 
Forum provides the latest news on com¬ 
munications software and advice on 
how to effectively use your machine for 
online computing. 

The Commodore Programming 
Forum supports programmers and 
developers of Commodore 8-bit 

The Commodore Arts and Games 
Forum is for all Commodore 8-bit 
computers. Compose or play music, 
create or retrieve colorful graphics, and 
download games software. 

The Commodore Amiga® Forum is 
the national resource for all business 


and entertainment applications in the 
Amiga community. 

Easy access to free software. 

• Download first-rate, non-commertial user- 

• Take advantage of CompuServe’s inexpen¬ 
sive weeknight and weekend rates (when 
Forums are most active, and standard online 

• Go online in most major metropolitan areas 
with a local phone call. 

• Receive a $25.00 Introductory Usage 
Credit when you purchase your CompuSeme 
Subscription Kit. 

Information you simply can’t find 
anywhere else. 

Use the Forum Message Board to 
exchange mail with fellow members. 
Join ongoing, real-time discussions in a 
Forum Conference —with Commodore 
luminaries like Jim Butterfield, Jim 
Gracely, Bob Landwehr and Steve 
Punter. Scan Forum Data Libraries for 
free software, documentation and con¬ 
tributions from Commodore enthusiasts. 


Enjoy other useful services, too. Like 
electronic editions of your favorite maga¬ 
zines, newsletters and articles, including 
Family Computing, OMNI Online and 
the Electronic Gamer.™ 


All you need is your Commodore 
computer and a modem.. .or almost 
any other personal computer. 

To buy your Subscription Kit, see your 
nearest computer dealer. Suggested re¬ 
tail price is $39.95. To receive our free 
brochure, or to order direct, call 800- 
848-8199 On Ohio, call 614-457-0802). 

If you’re already a CompuServe sub¬ 
scriber, type GO CBMNET (the Com¬ 
modore Users Network) at any! prompt 
to see what you’ve been missing. 


CompuServe® 

mkSSwmw"** 





















Infocom introduces four newgam 


Infocom,™ the i 
who brought you “Zork”® and 
“The Hitchhiker’s Guide to the 
Galaxy,”™ has a habit of coming 
up with games that add a new 
dimension to interactive fiction. 
And the best keeps getting bet¬ 
ter. Case in point: “Leather God¬ 
desses of Phobos.”™ It has a 
scratch n’ sniff card and a 3-d 
comic book to excite all your 
senses. Once your interest is 


piqued, you’ll embark on a rowdy 


This hilarious spoof of1930’s pulp 
science fiction has 3 “naughtiness 
levels,” for the prude to the lewd. 

s”issureto 


and profound. You journey 
through a time warp into a mis¬ 
chievous fantasy world where all 
atomic explosions are mysteri- 


youl 


One’s really warped. 

Then there’s‘‘Trinity.’’™ It 
answers the question of whether 
a game can be both light-hearted 



ly connected. “Trinity 7 ” takes 
„ back to the dawn of the 
atomic age and puts the course 
of history in your hands. 

One’s a real circus. 

It has been said that the 
circus is the only really mysteri¬ 
ous thing left in civilization. 

One thing’s for sure, there 
is plenty of mystery in 
“Ballyhoo.”™ While tryingto 
locate the circus owner’s lad- 
napped daughter, you are 
somersaulted into a three- 
ring world of deception and 
crime. To solve the crime 











es. One really smells. 


Castle and get involved with an 
eccentric cast of characters, 
including British nobility, while 
trying to save your best Mend 
► from a vengeful ghost. “Moon- 
mist” offers four distinctly differ¬ 
ent sets of clues, problems, 


you’ll need to stretch your 
puzzle-solving skills to the limit. 

One’s really haunting. 

Wrapping up this new quartet 
is a classic gothic mystery set in 
a haunted castle on the mist- 
shrouded seacoast of Cornwall. 
In“Moonmist”™ you’ll explore 


and again. 

All four are easy to get. 

Simply follow your nose to 
your local software store today. 

inFoconv 

Or write to us at 125 CambridgePark Drive, 













The Teacher's 





















From the publishers of COMPUTE! 



October 1986 
COMPUTE! Disk 


All the exciting programs from the past three issues of COMPUTE! are on 
timesaving, error-free, floppy disks that are ready to load on your IBM PC 
and PCjr or Commodore 64 and 128. The October 1986 COMPUTE! Disks 
contain the entertaining and useful Commodore or IBM programs from the 
August, September, and October 1986 issues of COMPUTE!. 

The October 1986 COMPUTE! Disk costs $12.95 plus $2.00 shipping and 
handling and is available only from COMPUTE! Publications. Please 
specify whether you need a Commodore or IBM disk. 

For added savings and convenience, you may also subscribe to the COM¬ 
PUTE! Disk. At a cost of only $39.95 a year (a $12.00 savings), you’ll receive 
four disks, one every three months. Each disk will contain all the programs 
for your machine from the previous three issues of COMPUTE!. To order a 
subscription, call toll free 800-247-5470 (in IA 800-532-1272). 

This is an excellent way to build your software library while you enjoy the 
quality programs from COMPUTE!. 

Disks and subscriptions are available for Apple, Atari, Commodore 64 and 
128, and IBM personal computers. Call for details. 

For more information or to order individual issues of the October 1986 
COMPUTE! Disk, call toll free 1-800-346-6767 (in NY 212-887-8525) or write 
COMPUTE! Disk, P.O. Box 5038, F.D.R. Station, New York, NY 10150. 


COMPUTE! Publications,Inc. ^ 















Tass Times in Tonetown 

verb color graphics in the Amiga version of 
fe vision's unusual lass Times in'Tone- 
vn help make this'a fascinMta neuLgame. 


The Movie Monster Game 

As Godzilla, you're ready to tear up 
London town in Epyx' The Movie 
Morister Game for Apple, Commo- 
'ore, and lBtyl computers. 


Time Bandit 

Michtron’s Time Bandit for the 
AtdriST provides level upon 
■level of fast-action game play 
and detailed cplpr graphics 
















Ace Of Aces 

Accolade 

This World War II aerial-warfare game for the Commodore 64 features 
excellent color graphics and sound effects. You're in the pilot's seat, fly¬ 
ing an RAF Mosquito over Europe in one of four different air battles. 
Each of the battles requires special weapons, battle, and navigation 
skills. To become an ace of aces, you have to successfully complete all 
four missions. There are five views from the cockpit, and you use them 
all to battle enemy fighters and bombers, V-l rockets, German U-boats, 
and enemy supply trains. 

Acro-Jet 

MicroProse 

This is an advanced flight simulator that takes up where the popular 
Solo Flight flight simulator stopped. It's a realistic simulation that's also 
fun to play. Up to four [players can compete in ten acrobatic jet maneu¬ 
vers, including precision rolls, loops, ribbon cuts, and other trick 
moves. As with other simulations from MicroProse, great emphasis is 
placed on attention to detail and realistic controls. Acro-Jet is currently 
available in a Commodore 64 format. 

Arch-Mage’s Tale (Bard’s Tale II) 

Electronic Arts 

Following on the heels of the very successful fantasy role-playing 
game. The Bard's Tale, Electronic Arts is releasing a sequel in Commo¬ 
dore 64 format that's even bigger. The new storyline includes seven 
different cities—rather than one as in Bard's Tale 1— and there are a 
host of new magic spells, bad guys, and a new character class. 

Battlefront 

Strategic Studies Group/Electronic Arts 

This entry is from the same development group that produced Reach for 
the Stars, Europe Ablaze, and other popular strategy games. Battlefront is 
a recreation of land battles from World War II, and includes four sepa¬ 
rate scenarios and a design kit. You take the role of a corps command¬ 
er, issuing orders to divisional and regimental headquarters in the 
battles of Crete, Stalingrad, Saipan, and Bastogne. The game will be 
available for the Commodore 64 and Apple II-series computers. 


Breakers 


Broderbund 

ture, Breakers contains a 1500- 
word vocabulary that lets you 
communicate with the program in 



Chessmaster 2000 

Software Country/ 
Electronic Arts 

is a very powerful chess 
petition program with both 


dimensional playing boards and a 
very large library of opening 

levels, plus a mode for learning 

playing classic games from the 
past. This program will be avail¬ 
able for all major personal com- 


Cinemaware 

Clnemaware/Mlndscape 

graphic adventures for the Atari 
ST, Amiga, and Macintosh in¬ 
cludes many of the conventions of 
motion pictures—pans, tilts, close- 
ups, reverse angles, and 3-D 
turns. It's intended as a new con¬ 
cept of computer software that 
combines constant action with the 
latest in personal computer graph¬ 
ics. An elaborate debut is planned 
for the fall. Initial titles in the se¬ 
ries are Defender of the Crown, The 
King of Chicago, Sinbad and the 
Throne of the Falcon, and S.D.I., 
ranging from the days of chivalry 
to the Strategic Defense Initiative. 
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Conflict In Vietnam 

MicroProse 

The crucial battles of the Vietnam 
War are yours to study and replay 
in this strategy game. From the 
siege at Dien Bien Phu to the 
South Vietnamese defeat at 
Quang Tri, the battles pit North 
Vietnamese and Viet Cong guer¬ 
illa tactics against French and, lat¬ 
er, American conventional forces 
using advanced weaponry. There 
are five different scenarios in the 
program. Versions are available 
for Commodore 64, Apple II, IBM, 
and eight-bit Atari computers. 



The Coveted Mirror 

Polarware/Penguin 




graphics-and-text adventure, 
searching the kingdom of Star- 
bury for the four missing shards 
of the magical Coveted Mirror 


evil rule of King Voar. The game 
has a working vocabulary of more 
than a thousand words, and in¬ 
cludes over 100 color-graphics 
screens. The parser, the part of 
the game that interprets your 
commands, lets you use full- and 
multiple-sentence instructions. 
Versions are available for all ma- 



Deceptor 

Accolade 

You're in charge of a robotic vehi¬ 
cle that can change from a 
ground-based rover to an airborne 
ship and eventually to a human 
shape. You'll need the changes to 
maneuver through six levels of 
mazes. Deceptor, for the Commo¬ 
dore 64, is a fast-action game that 
can be customized to your own 
level of responses. You can also 

dently in order to help you reach 


Destroyer Escort 

MicroProse 

This new simulation for the Commodore 64, Apple II, and IBM com¬ 
puters is a historically accurate recreation of convoy escort duties in the 
North Atlantic during World War II. You're in command of either a 
fast, heavily armed destroyer or a more lightly equipped corvette vessel 
as you protect a convoy against German submarines and surface ves¬ 
sels. Accurate details for ship speeds, weapons, damage assessments, 
and tactics contribute to the game's realism. 

Diablo 

Classic Image 

Diablo is an Atari ST game consisting of tracks, panels, and a ball in a 
maze. The program is an interesting combination of strategy and action, 
and is difficult to compare to other games. The sound and color graph¬ 
ics are excellent, and game play requires quick thinking, some dexterity, 
and planning. 

Electric Dreams Series 

Activision 

This is a brand new series of computer games, all of which have been 
top sellers in Great Britain. The first three programs in this series will 
be available for the Commodore 64 and Apple II-series: 

The Rocky Honor Picture Show —The popular cult-classic movie has 
spawned a computer game, complete with the same characters from the 
movie. You play Brad or Janet, trying to unfreeze your partner by find¬ 
ing parts of a Medusa machine hidden somewhere by Dr. Franknfurter. 
You run into the same crew of zany characters from the movie as you 
go about your task. 

Spindizzy —An action arcade-style game, Spindizzy is set on a 
distant planet. Your objective is to 



Mindscape 

This 3-D graphics adventure game for the Commodore 64 takes place 
in the mythical land of Fairlight. Once beautiful and radiant, the land is 
now blighted. And it's up to you to restore the magic. 































Become A “Plinker”... 

And Fall In LOVE With Your Modem 


























Mean 18 

Accolade 

Mean 18 is a one-to-four-player golf simulation game for the Atari ST 
and IBM PC computers, complete with sand traps, water hazards, trees, 
and a total of 72 different holes. Full-color scrolling graphics make the 

There's also a Course Architect that lets you build or modify your own 
golf courses. 

The Movie Monster Game 

Become Godzilla or one of your favorite movie monsters and lay waste 
to a city, defeating the army, navy, and air force at the same time. As 
you tromp around various urban landscapes, you have all of the typical 
monster attributes—toxic breath, loud screams, and, of course, big feet. 
The Movie Monster Game features colorful graphics and plenty of action. 
The game will be available first in Commodore 64, Apple II, and IBM 
computer versions. 


Pure-Stat Baseball 

This baseball simulation contains 
extensive statistical features, and 
should appeal to baseball fans 
who like their simulations as real¬ 
istic as possible. One- or two play¬ 
ers can take part, managing any 
team from the 1985 pro season 
and eight classic teams from the 
past. Included is a feature that, lets 
you create your own players or 
draft them. Three stadiums are in¬ 
cluded on the disk, and there's an 
optional stadium disk that con¬ 
tains all the major league stadi¬ 
ums in the U.S. You have control 
over just about every variable, 
and the program maintains a com¬ 
plete statistical record of every 
team and every player. These stats 
can be printed out as well as 
viewed onscreen. Available first 
for the Commodore 64; other ver- 


Scavenger Hunt 

Electronic Arts 
Ozark Softscape, the developers 
who created the successful games 
of MULE, Seven Cities of Gold, and 
Heart of Africa, are now offering a 
program that's half computer 


enger Hunt is 


game. Scav- 
d f °£ r t pl t y ’ 


to win. Commodore 64 and Apple 
II versions are available. 


Murder Party 

Electronic Arts 

This game lets you host your own murder parties, with up to seven 
people. The computer generates all the materials you need, such as in¬ 
vitations, roleplaying instructions, and clues. The culprits and the clues 
are variable from game to game. There will be Commodore 64 and Ap¬ 
ple II versions of the game this fall. 

Ogre 

Origin Systems/Electronic Arts 

Origin Systems has introduced an Apple II version of the popular strat¬ 
egy board game. Ogre. As in the original, a solo-fighting Cybertank 
battles a conventional force of infantry, armored units, and command 
posts. One player can take either side against the computer, or two 
players can challenge each other. There are ten different playing fields 
to choose from, and the game features full-color graphics on the Apple 



Telarlum/Splnnaker 
Spinnaker has expanded its Telar- 
ium line of graphics-and-text ad- 

an Agatha Christie story. In this 
new software adaptation, you take 
the role of a London reporter try¬ 
ing to solve a mysterious series of 
murders for his paper. The Daily 


to witnesses, eavesdrop on other 
people's conversations, and get 
the scoop on the murders. The 
Scoop is available for Apple II- 
series (128K) and Commodore 128 
computers. 






Premier Word Processing 
Package 


CREATIVE COMPUTING 

; designed for the IBM PC. Thes. 


A preview mode displays fo 




program only when the key is inserted." CREATIVE COMPUTING 

"PaperClip is one of the easiest of the professional word processors 

manual and plenty of aids for the accident-prone “ C.OMPu: 

"a "must have" in an ideal software library" ■ t. C tronk l! Mxm 
"PaperClip is the Cadillac of word processors" Omni 
"an excellent full-featured word processor" The BOOK 
‘So clearly superior, ..State-of-the-art word processing" antic 

"the ultimate word processor..." ana oc, 

". ..best professional word processor available" RUN 
"exceptional word processing" INPUT "hard to beat" 

"You’ll find yourself growing spoiled."-FAMILY COMPUTING. 

A superb word processor,. . .the most sophisticated to date!’ 

".. does exactly what it was intended to do. . .and more 
". . .most powerful of packages" COMMODORE MAGAZINE 

"...facts attest to its excellence!" family COMPUTING 

“You will not find a word processing package superior to this 
one! creative computing 


FbpeiClip 


“The // Best Selling Word Processing Package 


BATTERIES 


INCLUDED 




















Thomas M, Disch’s Amnesia 


Electronic Arts 

This is the first all-text adventure game from Electronic Arts, and 
they've used the expertise of award-winning science fiction author 
Thomas M. Disch to make it a good one. The plot reads like your worst 
nightmare: A strange woman wants to marry you, someone wants to 
kill you, the state of Texas wants you for murder, and you don't know 
who you are. The game covers more than 4000 locations in Manhattan, 
including the entire subway system. The game is available in Commo¬ 
dore 64, Apple II, and IBM versions. 

Time Bandit 

Mlchtron 

This is one of several new Atari ST entertainment programs from Mich- 
tron, and it's an excellent action game with great depth of play. There 
are 16 different arcade levels within 16 lands you'll explore—more 
than 3,000 screens in all. Three adventure games are a part of the ar¬ 
cade levels, also. The detailed color graphics smoothly scroll in all di¬ 
rections, and a special two-player twin-screen mode gives Time Bandit 
even more playability. 

The Toy Shop 

Broderbimd 

Build your own mechanical toys, customizing them in a variety of dif¬ 
ferent ways, with this innovative new package from Broderbund. There 
are 20 different toys that you put together. They're fully operational, 
and all of the material you need to build them comes with the kit. The 
Toy Shop is available for the Commodore 64 and Apple II computers. 

Trinity 

Infocom/Activision 

Magic and hard science coexist in the alternate universe of Trinity. The 
game plunges you into the middle of an exploration across time and 
space as you try to reshape history. The climax of the game, if you 
make it that far, occurs at the dawn of the atomic age just as the first 
atomic blast is to occur in the New Mexico desert—project Trinity. This 
is a new all-text adventure from the highly respected Infocom group, 
and is aimed at a standard level of play. Versions are available for all 
major personal computer systems. 

Uninvited 


Mindscape 

In the midst of a gothic mansion, with demons and gremlins stalking 
your every move, you try to overcome the black magic that has over¬ 
taken the place in this graphics-and-text adventure for the Macintosh. 
The game features sophisticated animation and digitized sound, as well 
as a complex plot. 


World Games 

Epyx 

The popularity of Epyx's Summer 
Games, Summer Games II, and 
Winter Games, has led to the re¬ 
lease of World Games, which fea¬ 
tures eight new athletic events set 
in different countries around the 
world. As with the earlier games 
in this series, the color graphics 
are excellent and the game play is 

will be available for all major per¬ 
sonal computer systems. 
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Habitat 

A Look At The Future 
Of Online Games 

Kafhy%3kq|l^ssistdqj. Jbfr' 


Online gaming, or telegaming, has 
for-years been a feature of many bulle¬ 
tin board systems (BBSs) and comput¬ 
erized news and information services. 
Ranging from versions of simple board 
games like checkers to the complex 
world of CompuServe's MegaWars, 
the offerings from this electronic ser¬ 
vice give players the opportunity to 
compete with opponents across the 
country. Recently, QuantumLink and 
LucasFilm Games announced a new 
online feature for Commodore 64 
owners: Habitat—a unique, animated 

competition, among users. 


Electronic interaction—the online, 
realtime socializing done in confer¬ 
ence areas of BBSs and online news 
and information services—is one of 
the most popular consumer appli- 

day. Though many home computer 
owners use their modems for doing 
Job-related work, downloading 
programs, doing research, and trad¬ 
ing technical information, many 
prefer to use them for play. People 
make new friends online, often ex¬ 
tending those relationships into 
written correspondence, telephone 
calls, and face-to-face meetings. 

For example, CB'ers on 
CompuServe, a major telecommu- 
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tic correspondents have even 
eloped online relationships that 
■e led to marriage. 


Online relationships are de¬ 
pendent on the common threads 

conversations. People may discover 
that they once lived in the same 

ies or books, or have similar jobs. 
When they meet again online, they 
recognize each other, and have a 
common starting ground for 

Telegaming is a more focused 
way of interacting with people on¬ 
line. There's no fumbling around, 
trying to find something to talk 
about. You're there to participate in 
a game. For some people, that's 
interaction enough. But some go 
further, moving into conference 
areas to talk about the game they've 
just played, and to see what other 
interests they share. 

Habitat is an intriguing combi¬ 
nation of telegaming and straight 
online chatting. It's an outgrowth of 
QuantumLink's People Connec- 










GET UP TO 200 FUN-HUE) 
PROGRAMS EACH YEAR- 

when you subscribe now to COMPUTE! 



Subscribe to COMPUTE! today through this 
special introductory money-saving offer, and 
you’ll be getting a lot more than just another 
computer magazine. That’s because each issue 
of COMPUTE! comes complete with up to 20 
all-new, action-packed programs. 

Subscribe now and you can depend on a 
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low subscription price. 
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1-800-532-1272). 
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tion, the service's online chat area. 
Instead of communicating through 
words alone, you create a character 
to represent yourself, and move 
around through the many "rooms" 
in Habitat, meeting other characters 
and joining them on adventures. 
Habitat, unique to this point in the 
history of computer entertainment, 
is an early version of the kind of 
entertainment often predicted by 
industry futurists: the interactive 
motion picture. 

Colorful And 
Key-Controlled 

Since its introduction a year ago, 
QuantumLink has attracted thou¬ 
sands of subscribers in the Commo¬ 
dore community. QuantumLink 
(Q-Link) is an online news and 
information service with a slightly 
different focus from that of other 
services. It was designed to be an 
event-oriented system solely for 
Commodore 64 users—a gathering 
place for people with common in¬ 
terests that go beyond technical 
concerns. To fulfill that, sysops 
(system operators) and guest speak¬ 
ers with widely varied backgrounds 
have been enlisted to host special 
events and be available online to 
interact with users. 

The Q-Link system is menu- 
driven, and all commands are is¬ 
sued using only the function keys. 
The service contains many of the 



elements we've grown accustomed 
to seeing in online services and ma¬ 
jor BBSs: electronic mail, online 
shopping, message boards, down¬ 
loadable software and software 
previews, and online conferencing. 


■s of 01 

line—the Commodore 64—an 
as designed to take advantage of 
at computer's color and graphics 
capabilities. So it can't be accessed 
from a normal terminal program; 
subscribers must obtain a special Q- 
Link disk. 

But that same limitation is 
actly what gives Habitat broa 
possibilities. While other online 
services must keep their graphics 
generic and simple enough to be 
understood by the variety of micro- 
:rs connecting to it, Q- 
se of color and graphics is 
limited only by the boundaries of 
the Commodore 64. 


An Imaginary World 

strips to create worlds that exist 
only while someone is watching 
them. Habitat depends on a main¬ 
frame computer to create a world 
that exists only while users partici¬ 
pate in the game. Instead of sitting 
together in a theater somewhere 
watching the film, participants are 

all across the country. And unlike 
movies. Habitat offers interactive, 
not passive, entertainment. 

This online world that Lucas- 
Film created has a rich environment 
all its own. According to its fictional 
storyline. Habitat is populated by 
Avatars, people who were great ad¬ 
venturers in earlier days. But left to 
themselves. Avatars are a gentle, 
lazy bunch—happy to sit around 
all day and read books or eat junk 
food. The Oracle, who reigns over 
the world, is hopeful that by his 















Abacus Software 

P.0. Box 7219 Dept. CA Grand Rapids, Ml 49510 ■ Telex 709-101 - Phone (616) 241-5510 

Call now for the name of your nearest dealer. Or to order directly by credit card, MC, AMEX of VISA call (616) 
241-5510. Other software and books are available-Call and ask for your free catalog. Add $4.00 for shipping 
per order. Foreign orders add $12.00 per item. Dealer inquires welcome-1400+ nationwide. 





































this world, the Avatars will once 
again become the interesting bunch 

Once you've entered the world 
of Habitat, your first task is to create 
a character to represent yourself. 
This is done with a kind of charac 

what you want to look like and how 
you want your "turf" (home base) 
to be decorated. If you'd like, you 
can even have a pet. Then it's off to 
meet the other inhabitants of the 



commands entered via the joystick. 
You can Go, Do, Get, and Put— 
and, of course, Talk to other Ava¬ 
tars. The first four commands are 
used for moving from room to room 
and manipulating objects you find 
there. 

Communication with other 
Avatars can be accomplished by 
letter, by phone, or just by talking 
directly to them, if you're in the 
same room. It's similar to the three 
ways in which you normally com¬ 
municate with another user on Q- 
Link: E-Mail, online messages, or 
joining a conference in the People 
Connection area. Unlike People 
Connection—where your words 
appear next to your name after 
you've typed them and pressed RE¬ 
TURN— Habitat shows your words 


ter's head, as in a cartoon. 

If at any point you get lost in 

You can look at maps or visit the 
Hall of Records. And the Oracle is 
always around for guidance. 

Some DOs And DON’Ts 

Habitat, you'll discover some cul- 
world. n0rmS ' ,US 
DO 

• Make new friends. 

• Buy things, using tokens or credit 

• TelePort (transport yourself to 

• Hang out at the Oracle, the place 

you head down to the O. 

• Make phone calls. 

• Go on adventures. 

DON'T 

• Participate in organized sports. 
Avatars just want to have fun, and 
don't like having someone tell them 

• Play cards (for the same reasons 


• Watch television. Enough said. 

• Drive vehicles. Walking and tele¬ 
porting are the preferred modes of 
transportation, unless you happen 
upon a skateboard. 

• Be materialistic. You're an Avatar, 
not a Yuppie. 

• Overextend your Avatar's hospi¬ 
tality. Only six people to a room at 
any one time. 

With computers in more than 
10 percent of American homes, en¬ 
tertainment developers can afford 
to try different things, hoping to 
capture the interest of even a small 
percentage of them. 

Which segment of the home 
computing population Habitat ap¬ 
peals to remains to be seen. There's 
certainly room for it: Traditionally, 
telegaming has had a rather limited 
audience, though its small follow¬ 
ing is devoted. Habitat is an innova¬ 
tive new addition to the growing 
world of online gaming. 

The monthly fee for QuantumLink is 
$9.95 for unlimited use, with a $3.60 
charge for some special services. At 
this writing, the hourly charge for 
Habitat has not been determined. Tor 
more information, write to Quantum 
Computer Services, 8620 Westwood 
Center Dr., Vienna, VA 22180; or call 
(800)392-8200. © 
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Prisonball 

: John Scarborough 

ly everyone has played Pong or all three balls are a ne 
tout, two computer-game classics. Each time you hit a ball 




either a pair of paddles or tw 
sticks. The Apple 11 version rut 
der DOS 3.3 or ProDOS, and re 
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wall at the point of impact. By aim¬ 
ing your shots carefully, you can 
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five minutes. The winner is the 
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COMPUTE! Books’ 


Collection 


COMPUTE! Books offers you a 
superior line of titles for the new 
Atari ST. Packed full of useful utilities, 
exciting games, in-depth tutorials, and 
valuable applications, these clearly 
written books bring you fully tested 
information and entertainment for the 
whole family. 


Loqk for these COMPUTE! books at your local book or computer store. 
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You can order directly from COMPUTE! by calling 
sending ^^/payrnen^toCO/yfpUTE^^ooks^P.O. 
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“What’s wrong with 
copying software?” 


“I use a lot of programs on my personal computer, and 
I copy them all the time.” 

“I’m a programmer. Every time you copy one of 
my programs, you’re taking away my income— 

I depend on sold programs for a living.” 

“Oh, come on. I bought it: I have a right to copy it.” 

“You do have a right to make a back-up, that’s true. 
But when you start copying programs for your 
friends and co-workers, that’s breaking the law.” 
“What law? Any copying I do is in the privacy of my own 

“It doesn’t make any difference where you do it. 
Every time you copy a program without permission 
from the publisher, you’re committing a federal 

“That's all right, I won’t get caught.” 

“You’re missing the point. The issue isn’t “What 
can I get away with?”—it’s “who am I hurting?” 


Remember, lots of people worked hard to produce 
every program you use: designers, programmers, 
distributors, retailers, not to mention all the 
people who support users. They have a right to be 
compensated for their efforts, and their major 
compensation is through software sales.” 

“Well, I don’t mean to hurt all those people—or anyone, 
really.” 

“Unfortunately, that’s what copying does: it hurts 
people. And, ultimately, it hurts people like you, 
who want new and innovative software.” 

Do you copy 
software? 

Think about it. 


The unauthorized copying of software is a crime. 


SRAH Software Publishers Association I 
Suite 1200 I 
111119th Street, N.W. I 
Washington, D.C. 20036 I 
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computed All New Apple Applications Special 

COMPUTEI's latest Apple Applications Special features in-depth articles and interviews, 
all the inside news about Apple, clearly written tutorials, software buyer's guides, new 
product information, and valuable ready-to-type-in programs for all Apple users. 



PLUS 

All the programs in COMPUTERS Apple Applica 
Special are also available on a timesaving disk, 
ready to run on your Apple II, II+, lie, and lie 
The Disk costs only $12.95 (plus $2.00 shippinj 
and handling) and gives you immediate access 
all the great programs in this special issue. 
Look for the Fall/Winter 1986 issue of 
COMPUTERS Apple Applications Special on sale 
where you buy other COMPUTE! publications, 
order directly from COMPUTE!. This special is: 
goes on sale October 7, 1986. 


Send in the attached order card or call toll free 
800-346-6767 (in NY call 212-887-8525). 


Features 

The Latest At Apple 

An inside look at the newest products from Apple. Impressive 
hardware, sophisticated software. 

Interview: William Mensch 

A fascinating talk with the designer of the chips inside the mil¬ 
lions of Apple computers. What we can expect in the coming years. 


Business Applications 

Mastering The Macintosh 

Power software for the Macintosh takes Apple's innovative com¬ 
puter to new heights. Complete tutorial and application ideas. 

New On The Wire 


, and powerhouse 2400 baud modems, 
i look at all this and more. 


At School 

Experts At The Table 

A panel of well-known software developers, educators, and 
computerists explain where educational computing has been, where 
it's going, and why. 

The Story Machine 

Children of all ages can write, read, and print stories up to 20 
pages long with this easy-to-use word processor for all Apple II 

Educational software that entertains, this tour of the solar system 
is a dazzling display of the Apple's graphics power. 

Hi-Res Poster Printer 

Print hi-res drawings in poster size for banners, signs, and busi- 




Your Graphics Primer 

Tips, techniques, and more show how to create impressive graph¬ 
ics on the Apple II. 

Power Sketch 

This hi-res sketching program for the Apple II puts paint, draw, 
fill, air brush, and other tools in every artist's hands. Save and load 
screens to disk. 

High Rise 

This unique game of elevators and an out-of-control robot is 
written entirely in machine language. Easily one of the best Apple 
arcade-style games we've ever published. 

DOS Adjust 

Customize DOS 3.3 with this comprehensive program that's easy 
to use: no programming knowledge required. 

Apple User Groups 

A complete list of all Apple user groups. 
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IH 1 IH 1 S 
‘SssssSS 

5 1Z S £ SS S £ g S 

ii 51 is ii S S s S S 


iii S S S S 0 Is S i 

ililllllll 

||S: £ | SS £ | £ 5 £ | 

iii i Is ii S 2 s H S1 



fill! 

iifliiiiii 

liiiilills! 
I! 1111 s 11 s | 

ill 2 is I s 2 12 E 5 

Illliliii! 

:E ! ! S S 1 g ; g - » 

I2Ba ; Is 5 si Is 5 H iI i 



iiiiiiiiii 

is; S 2 3 £ a S S is 2 
it i: s ss s is e £ £ 

1111111 

i §111i1111 

jSg; £ g SS £ | SS S 5 S 

iii i is S s is 5 ii 51 
ii| is 11 g s i is IIi 
Ei 12 is i 2 is E 51 
ii§ S1 H | is S is is | 
iii: 5 is 21 ii ii is S Is 

|i: 111 is 11111 
iii: sHSsSISS 1 

Ililllllll 

iSi ii 1 s 5 S s 2 21 

Illillllll 

Esssssssss 

1|S; SS11S J| SS So SS £ 

iii ii s s 5 ss is i ii is 

ililllllll 
sllllll!" 

ililSIl 

is is is ii is is is ss ?, 










































Lumpies 

Of 

Lotus IV 



































’’"ikrl:;—:; 


,E 1090 ^wjnssras 

s ““ SFSSuz:* 

" 1120 

y^|p|r^ s E 

! 2! , j?!S D S“ SF 

"'Hill 

i^rffiSiS 

■•’IPiiii 

t,,38 ?Sl^S:l , S N fl ? 


s^shaSSiat 1 

■•“Elllik 

!f 1,50 

■ 1160 Si 

£1750 

" 960 BF=LOra?l’!!2Bfp 0 ;i? 3 "L 0 i 

111170 

‘’“llllsil; 

ej 970 

;rfj§§g 

B " 80 ESSb^ 

ISIS;:; 

K ires 
■Z HS'HjfLEr. 

l Z if i' 

""SrSErSi; 
“»= 
h ”;:POKE &H4E,3 

,F 840 

■■"ISiS 

sKSS-S^S 

^ 070 IIS 

? ; SEJiSvS 

sgs^ss:*:*:;®: 

" 2010 ° flTft i2si0ic,ii52 “ i11125 

!f 111 ^DGH^^THEN^e^LSE^ 

| ? F H °ft« = "I" 0 flND 1 HmE 0) 0 


S-3“-lBR6U2Rm2R6«-ifMaU 

18 1060 R F <S*<>"" ftSD D HoSE=lfTH 

* 

F. 2030 DATA 101,12125110101,50125 

P0, 2 *’:PAINT (80,111), CHR* 

«C 1070 BQTC| 00 030 



















Pyramid 

Power 

For The Amiga 





























































































AHotfi^pantastic Collection 


1 OF APPLE 

PROGRAMS 



of excellent Apple-ll series cover- 




mtk Kr use ,he “■ educ “' and 1 


























The Pawn For Atari ST 


What is a Roobikyoub dwarf? What is 
the chief product of the Farthington 
Real Ale company? Where is Kerovnia? 
Is Honest John really honest? What do 



character to do, with commands such as 
"Look in the fountain" and "Drop ev¬ 
erything but the pot and the trowel" 
(hint: one of these commands is certain¬ 
ly worth trying), and the computer re¬ 
sponds accordingly. Like most text 

most, it is filled with frustrating, yet 
intriguing puzzles. In fact, it is typical in 
many ways. If you've played Z ork I, 
you'll have no trouble getting into The 

In fact. The Pawn is quite clearly a 
parody of the Zorks and their ilk. At 
one point, the hint book even admits 
this, although the admission is hardly 
necessary. Everything in this story must 
be taken with a grain of salt, and at 
many points you'll find yourself laugh¬ 
ing at the absurdity of it all. This is not 


As far as the game itself goes, the 
ire several notable features. The pars 
s good, allowing workable convers 


itself, with its descriptions, is very fun¬ 
ny in parts. There are puzzles, but there 
are no mazes. In fact, a character within 
the adventure is actively campaigning 
to eliminate the dungeons and mazes of 
text adventures. And, once you figure 

is gripping. 

Furthermore, the game has graph¬ 
ics—pictures to accompany the text. 
Some of the pictures, especially those 
you see first, are stunning. In the ST 

shading superbly. The title page, copy- 


f the 


f the 


worth staring at for several minutes 

ites are the stone bridge and, especially, 
the palace gardens. The latter uses pro¬ 
fessional shading and texture to pro¬ 
duce a truly excellent screen display. 
Few of the later pictures approach the 
quality of this one, but one great one is 
enough. I wish, though, that the pic¬ 
tures were integral to the play of the 
game; Firebird might consider making 
them so in future games. As they stand, 

need them to solve the adventure. 


turer's usual nightmare of phoning the 
author, begging him for 20 minutes to 
impart some snippet of advice on how 
to kick the stuffing out of dragons, and 
finally being cut off halfway through 


They greatly reduce the fn 



playing the game, but they also redui 
the time it takes to solve the adventur 
If you're the k 


ur life, tei 


:cupy months o 


j. Otherwise, the thing can be 
solved relatively quickly. Still, the hints 
don't give everything away. 

The Pawn is a good design, and it 
should appeal to those who enjoyed 
Deing frustrated by Z ork. Those who 

Ttany of the jokes will not- u 



Firebird Licensees 
74 North Central Av 
Ramsey, NJ 07446 
$44.95 
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1 - 800 - 247-5470 
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BESTSELLERS 


from COMPUTE! Books 

You can depend on COMPUTE! for clearly written, 
easy-to-use books for your Commodore 64. This 
assortment of titles includes some of our most 
frequently requested books containing many of our 
best ever applications, games, utilities, tutorials, and 
programming hints, all ready to type in and use on 
your Commodore 64. 


I 

COMPUTEI's FIRST BOOK OF, 

■—COMMODORE— 

64 

SOUND 

COMPUTEI’s 

commodore 

Collection 

HICS 

1 



COMPUTERS Commodore Collection, 


lies capabilities including 


including tutorials and exa 




econd volume in COMPUTEI's Commodore 
Seated applications, versatile 8 educational 

5 Om |?BN O 0 e 94238S76-1 

> All About the Commodore 64, Vol. One 

Craig^hamberlain, 289jDages ^ 

want to develop the full potential of their 


Visit your local book or computer store for these titles. Or order directly from COMPUTE!. To order, call toll-free 
800-346-6767 (in NY 212-887-8525) or write COMPUTE! Books, P.O. Box 5038, F.D.R. Station, New York, NY 10150. 


When ordering, please include $2.00 shipping and handling | 
residents add 4.5 percent sales tax. New York residents add f 


COMPUTE!; Publicationsjnc.® 

















ATlENIIUN 

ALL COMMODORE 
CBM USERS! 


This could be your 
last opportunity to add 
on or replace your 
existing equipment at the 
lowest price ever. 

□ commodore 


CBM COMPUTERS 


8032.$ 275.00 

4032 (Pet).$ 229.00 


COMMODORE 
CBM DISK DRIVES 


8050 (1 mg).$ 395.00 

COMMODORE 
CBM PRINTERS 

8023P (160cps) .$ 129.00 

4023 CBM (lOOcps). $ 115.00 

COMMODORE 
CBM CABLES 

Pet-IEEE.$ 29.00 

IEEE-IEEE.$ 32.95 


MasterCard & Visa accepted 
add 3% surcharge for credit cards 
F.O.B. Dallas, Texas 


ORDERS ONLY CALL 

1-800-527-1738 

INQUIRIES & INFORMATION 
PLEASE CALL 

1-214-231-2645 

Micro-Svs 

» I S I 1 I ! II I 0 » S 
641 Presidential Drive 
Richardson, Texas 75081 
9:00 a.m. - 4:30 p.m. (Mon.-Fri.) 


Autoduel 


Requirements: Apple Il-series computer 
with at least 64K RAM and a joystick. 
Disk only. Versions for the Commodore 64 
and Atari 400/800/XL/XE computers are 
scheduled for release late this summer. 
Versions for Macintosh, IBM, Amiga, and 
Atari ST are also planned. 


Based on the popular board game Car 
Wars by Steve Jackson, Autoduel is es¬ 
sentially a futuristic role-playing game 
that takes the player out of a dungeon 
and places him on the outlaw-infested 
highways of the twenty-first century, 
"...where the right of way goes to the 
biggest gun." However, Autoduel also 
requires a mastery of the arcade-style 
game skills called upon in the popular 
Spy Hunter computer game (which it 
closely resembles in many ways). Final¬ 
ly, Autoduel demands strategy, logic, 
and planning. It's really a game within 
a game within a game. 

In Autoduel your chief characteris¬ 
tics are not strength, dexterity, and wis¬ 
dom; instead you split beginning ability 
points among driving skill, marksman¬ 
ship, and mechanical skills. With those 
attributes and $2,000, you find yourself 
in Albany, New York (one of 16 cities 
that make up the Northeast Sector as 
determined by the AAA—the American 
Autoduel Association), looking for cou- 

fortune. Because of the deadly bandits 
and underworld gangs who patrol the 
highways, drivers with guts and guns 
are needed to transport anything from 
valuable stamps to computer chips from 
one city to another. 

Custom Cars 

Computer role players will find that 
Autoduel offers a refreshing change of 

dungeons and demon-infested lands. 
Unique in many ways. Autoduel pro¬ 
role-playing games, but it also offers an 

The Driver is required to build his 
own car, designing it as he sees fit and as 
resources allow. This aspect of the game 
is almost as much fun as the actual 

mine each characteristic of your car: 

put it, what weapons it will use, what 
kind of suspension best suits it, how 
much carrying capacity is required, etc. 
Certain types of designs will naturally 
be better for different types of jobs, and 



more wealthy, you will end up with a 
stable of machines from which to 
choose. You'll be able to suit the car to 
the job. 

The possible variations in car de¬ 
signs are endless, and each design opens 
up an entirely new spectrum of strate¬ 
gies and job possibilities. Obviously, a 
car designed like a war-wagon, contain¬ 
ing every possible armament, would be 
deadly. but slow-moving due to its 

armed, would be a highly mobile, easily 
maneuvered machine. The various cars 
would require various strategies and tac¬ 
tics to derive the maximum benefit. 

Clones, Vigilantes, Outlaws 

The world of Autoduel includes many 
challenges and adventures. Most cities 
have arenas where deadly races are held 
nightly. A driver can earn money and 
prestige in the arena...or death. In Atlan- 

away the money you've just been paid 

Philadelphiafvisit a Gold Cross building 
and have a clone created: If you die, 
he—or rather, it—will take your place. 

Of course, you don't have to be a 
courier; you could be a vigilante, gun¬ 
ning for outlaws; or maybe, just maybe, 

yourself^ J ^ ^ 

wealth of additional features we don't 
game play is excellent. 

rior, ridding the highways of those who 
would control them for the wrong pur¬ 
poses. And remember the AAA's motto: 
"Drive offensively! The life you save 
may be your own." This exciting pro- 

Origin Systems 

Manchester, NH 03103 
Distributed by Electronic Arts 




















ttAV 1 WE SPECIALIZE 

U IN atari® hardware 

& SOFTWARE COPY SYSTEMS 
THE 1050 DUPLICATOR ™: The most 

powerful disk drive copy system ever 
developed for the ATARI®. 



S^nowfuTly progromnKible^ tuturBjjpgrades co/ 

Only $|49^ 


DUPLICATING TECHNOLOGIES IS PROUD TO PRESENT 

THE 520 ST DUPLICATOR™ 

Our Famous 1050 DUPLICATOR h ' ^ 

verted to seivlce the ATARI™ 520 
tionary, new. software only, disk 
you can back-u^) heavily cogy-guarded^a 

software protection should i 
Duplicating Technologies wl 
necessary software upgrades. 

Our exclusive ST DUPLICATOR™ 
comes complete with user -r- ■ ■ _ ■ — — 

friendly software and instructions. ** 

"Constantly Working on New Products and Software." 

^^DUPLICATING 
) I [ TECHNOLOGIES inc. 

/ Formerly Gardner Computing 

99 Jericho Tpke., Suite 202, Jericho, N.Y. 11753, 

IS <516)333-5504,5712 omSomy (516) 333-5950 
PeTonly (516) 333-5805 


c. Itoh’s Riteman F + and C +. 
How can so much printer 
cost so little? 

If you've been looking for a quality printer that’s 
small enough to fit in a briefcase or on the cor¬ 
ner of your desk, sturdy enough to take day-in, 
day-out printing without a whimper, and inex¬ 
pensive enough to save your wallet from that 
empty feeling, look no further. 

C. Itoh’s Riteman F+ (for Apple® IBM® and 
Atari®) and C+ (for Commodore®) gives you a 
lot of printer for the money. 

For starters, they’ll give you easy-to-read 
print with full descenders. In bold, italic, under¬ 
line, subscript, superscript and more. At up to 
44 lines per minute. And one button shifts you 
from draft to crisp, readable Near Letter 
Quality. 

What's more, the Riteman F+ and C+ fea¬ 
ture an exclusive front paper feed design that 
makes loading paper really easy for the first 
time. According to PC Magazine, which 
awarded the printer the coveted Editor’s 
Choice, 'The most unique aspect of the [F + 
and C + ] is its paper feed and platen system. 
The paper never jams, alignment is easy and 
the impression is good. In addition [it] supports 
a high-resolution graphics mode like that of the 
IBM® and Epson FX® series printers’.' 

Like all printers in the C. Itoh Riteman line-up, 
the F + and C + are quality built and backed by 
a full one-year warranty. 

Want a great little printer at a great price? Get 
yourself a Riteman. From G. Itoh. 

CJTOH 

C. Itoh Digital Products, Inc. 

19750 S. Vermont Avenue • Suite 220 • Torrance, CA 90502 

Telephone: (213) 327-2110 or (800) 423-0300 
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NRI Trains You At Home—As You Build Your Own IBM-Compatible Computer 



GET THE KNOW-HOW 
TO REPAIR EVERY 
COMPUTER ON THIS PAGE. 


Catalog Tells More 

Send the postage-paid reply 
card today for NRI’s big 


Learn the Basics the ill 
Way-and Earn Good 
Money Troubleshooting 
Any Brand of Computer 

The biggest growth in jobs 


lis opportunity—eithe 
s a full-time corporate 
technician or an inde¬ 


troubleshooting and repair. 

Total Computer Systems 
Training, Only From NRS 

No computer stands alone... it’s part 
of a total system. To really service and 
repair computers, you have to under¬ 
stand computer systems. And only NRI 
includes a complete computer system as 
part of your training, preparing you for 
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Attention 

Programmers 

COMPUTE! magazine is 
currently looking for 
quality articles on 
Commodore, Atari, 
Apple, and IBM 
computers (including 
the Commodore 
Amiga and Atari ST). If 
you have an interesting 
home application, 
educational program, 
programming utility, or 
game, submit it to 
COMPUTE!, P.O. Box 
5406, Greensboro, NC 
27403. Or write for a 
copy of our "Writer's 
Guidelines." 


Answer: 1040ST 

Question: Which computer is the first 
in the world to give you 1 Megabyte of 
power for under $1,000? 


$4 per 


The 1040ST is a major breakthrough in personal computers. 
Indeed, it's the world's first computer with an original list 
price that represents less than $1 per kilobyte. 

To give you an idea of what an extraordinary accomplish¬ 
ment that is, let's look at the price-per-kilobyte figures for 
some well-known competitors. 

The Macintosh,™ for example, comes in at o\ 
kilobyte, the Amiga™ is over $5 per kilo¬ 
byte and the PC AT™ is a whopping $9. 

In contrast, the 1040ST comes in at 
an incredible 98 cents per kilobyte and 
a total price of just $999“ for the com¬ 
plete system: CPU, disk drive and 
high- resolution monochrome J 
monitor. 
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the Electronic Novels series. Mind- 
wheel and Essex, Brimstone has a sophis¬ 
ticated parser and is a pleasure to read. 
It does take a long time to play if you 
have a Commodore 64, because it con¬ 
tinually accesses the disk. 

It is not extremely difficult; there is 
a way out of each trouble area, and 
there are no impossible puzzles (I say 


dead end, for the time being ar 
But the descriptions are useful £ 
tailed, providing a real sense o 
there, and the quest is both unic 
interesting. I know that there 
adventures like it, and there ma; 
be again. Its greatest appeal is t 


products,but fans^f ZORK-likepuzzles 
step through the story, and you get 

go through it; most of the head scratch¬ 
es climactic and most gripping part— 
but games often fail in this respect. Still, 
there is enough to Brimstone to keep 
you occupied for a long time, whether 


COMPUTE! 

TOLL FREE 

Subscription 
Order Line 
1-800-247-5470 


Fooblitzky 


Requirements: Apple II+, lie, or lie com¬ 
puter with a minimum of 128K; Atari XL 

and E 8W m or te i050%is^drive^r IBM 
PC/XT/AT computer and compatibles 
with 128K, graphics card, and preferably a 


players) are dogs. Except for the Chance- 
who might give you foobles or a free 

sending you to the hospital. Sound biz- 
zare? It is. Sound like fun? You bet. 

Fooblitzky is a new release from 
Infocom, and it's unlike anything previ¬ 
ously offered by the company. Com¬ 
bining many elements found in popular 

ized scavenger hunt, enhanced by ani- 
personified by a dog—mus‘ 


is obstacles,, not of the 
, , but more appropriately, 
f the nuisance type. The Chanceman, 

nd swipe one of your cherished ob- 
;cts; or another player may choose to 
ump you by landing on your space, 
nocking all the objects you are carry- 

/them. Yot could also geUiit b/a car 

\e hospital. Or you simply might have 
\e wrong objects. 

If this sounds too juvenile, not to 
.orry. The game's mechanics are 
musing and simple, but the underly- 


bles to spend, what objects to buy, to 
cross against traffic or to lose time wait¬ 
ing for a light to change are questions 
that must be resolved. Like a game of 
chess, it helps to think several turns 
ahead because you're racing against the 
other players, whose purpose is the 



game which th 
family“can play and enjoy, thir 
player game might be the ideal cl 
Fooblitzky 
Infocom 

125 CambridgePark Dr. 

Cambridge, MA 02140 
$39.95 (all versions) 


To receive 
additional 
information from 
advertisers in 
this issue, use 
the handy reader 
service cards in 
the back of 
the magazine. 
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Answer: 1040ST ,M 
Question: Which computer was 
specially designed for people 
who hate to wait? 

Let's face it, any time you spend waiting on a computer is 
time wasted. That's why Atari® built the 1040ST with a sizzling 
clock speed of 8 MHz. 

And with 1024k bytes of Random Access Memory, the ST™ 
gives you an incredible combination of power and speed. (The 
PC AT,™ for example, has 512K of memory.) 

So you'll spend time working on your ST, instead of 
waiting on it. 

In addition, the 1040ST costs an 
amazingly low $999“, which makes it the 
first computer in the world to deliver 
1 Megabyte of memory for under $1,000. 

(The PC AT costs about $4,500.) “~ 

So if you haven't checked 
out the ST yet, what are you 
waiting for? 
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The IBM PC/PCjr version of Gulf 










































The Avalon Hill Game 
4527 Harford Road 
Baltimore, Maryland 2 
All versions $30.00 



1040ST™ 

Which computer builds 
i features instead 
costs? 


: do that, because we believe the features and 
: you want should be built in to begin with. 

: 1040ST gives you a full Megabyte of memory, 
vvniie me competition only gives you the chance to spend big 
dollars trying to improve their memories. 

Another trick they use is to make sure ___ 

their interfaces don't meet industry stan¬ 
dards, so you're locked into their system. 

In contrast, the ST™ uses standard inter¬ 
faces across the board.suchas the RS-232C 
port for serial modem communica¬ 
tions and the parallel interface for 
an industry standard printer. 

Of course, the ST's best 
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TANDY® COMPUTERS 

SAVE 20-40% 

Off List on All Tandy and RS Equipment 
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Latest Prices! 
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Design 64 

Joseph SfexforV 


This full-featured artistic program¬ 
ming tool allows you to draw, paint, 
erase, and save your creations. Using 
the multicolor high-resolution screen 
as a canvas, you can easily design a 
colorful picture or background screen 
for use in BASIC programs or arcade- 
style games. "Design 64" is written 
entirely in machine language, but no 
machine language knowledge is re¬ 
quired to use it. This article also in¬ 
cludes a short BASIC program which 
loads and displays any hi-res picture. 
A joystick is optional. 


The Commodore 64 can display 
complex, detailed high-resolution 
pictures, but creating such displays 
from BASIC can be a slow, compli¬ 
cated process. Like commercial 
drawing programs, "Design 64" 
lets you draw directly on the hi-res 
screen and create highly detailed, 
multicolor images, even if you're 
not a programmer. Once you've 
drawn a picture, you can save it to 
disk or tape and reload it for future 
viewing or further enhancements. 
Since Design 64 is written entirely 
in machine language, you must en¬ 
ter Program 1 with "MLX," the ma¬ 
chine language entry program 
published elsewhere in this issue. 
Follow the MLX instructions care¬ 
fully. When you run MLX, you'll be 
asked for a starting address and an 
ending address. Here are the ad¬ 
dresses you need to enter Program 



Load Design 64 with the com¬ 
mand LOAD "filename", 8,1 for 
disk or LOAD "filename",1,1 for 


tape. To activate the program, type 
SYS 19632 and press RETURN. 

Hi-Res Drawing 

When you activate Design 64, a 
yellow pen appears on a blank 

pen around the screen with key¬ 
board controls or with a joystick in 
port 1. On the keyboard, the I, J, L, 
and comma keys move the pen up, 
left, right, and down, respectively. 
The U, O, M, and period keys move 
the pen diagonally to the upper left, 
upper right, lower left, and lower 
right, respectively. The pen has two 
speeds for drawing; press the f7 key 
to switch from one speed to the 
other. The slower speed is useful 
when you're doing fine-detail work 
or using the joystick, which moves 
the pen considerably faster than the 
keyboard controls. 

The fl key cycles through all of 
the 16 available drawing colors, in 
the order described in the 64 user's 
manual. The f3 key cycles the 
screen background color, and f5 cy¬ 
cles the screen border color. 

Press the f2 key (SHIFT-fl) to 
save or load a picture file or exit the 
program. If you choose the SAVE or 
LOAD option, the program prompts 
you to enter the desired filename, 
then choose disk or tape. When it 
saves a picture. Design 64 automat¬ 
ically stores the picture's hi-res bit 
pattern, color memory, background 
color, and border color in a single 

Press f8 (SHIFT-f7) to enter 
block-fill mode. In this mode, the 
pen fills an area below and to the 
right of its current position, using 
the current drawing color. Nonrec- 
tangular shapes may have to be 



drawing program for the Commodore 64. 


Note that you must select the high¬ 
er drawing speed when using this 
option. 

Four Drawing Pens 

You may have noticed by now that 
the top of the drawing pen is initial¬ 
ly labeled with the letter C. Design 
64 actually offers four different 
drawing pens, labeled C, Z, X, and 
V. To switch from one pen to anoth¬ 
er, press the corresponding letter on 
the keyboard. The reason for using 
four pens is a bit complicated, but 
understanding it is essential to 
using the program successfully. 

When you turn on the 64, it 
defaults to the standard character 
mode. In this mode the screen is 
divided into 40 columns and 25 
rows of squares, for a total of 1000 
squares. Each square can hold one 
character, and is assigned a single 
location in memory. Collectively, 
this group of squares is known as 
screen memory. For each square in 

matching memory location which 
holds that square's color. This 











































Amiga Math Graphics 


Is math boring? Before you answ 
take a look at this Amiga BASIC p 
gram. It creates graceful, multic 
ored graphic designs based on 
variety of interesting mathemati 


As one of my first Amiga program¬ 
ming projects, I decided to convert 
several Apple 11+ hi-res graphics 
routines to run on my new ma¬ 
chine, Originally, all these routines 

the entire program would fit (just 
barely, sometimes) on one BASIC 
line. "Amiga Math Graphics" com¬ 
bines all of them into a single pro¬ 
gram. At the very least, these 
routines demonstrate the speed and 
power of the Amiga, while creating 
a pleasing visual display. At their 
best, perhaps they will convince 
you to explore the field of micro¬ 
computer graphics—a field which 
many people avoid because it 
seems difficult. Pictures are a fun¬ 
damental part of communication, 
and being able to use graphics on 
the computer will improve your 
ability to communicate through 
that medium. 

Type in the program and save 
a copy before you run it. The small 
<- character indicates where each 
program line ends. Don't try to type 
this character—we deliberately 
chose one that's not on the Amiga 
keyboard. The *- character merely 
shows where you should press RE¬ 
TURN to end one program line and 


Labeled Subroutines 

gram were originally one-liners, it 
seemed a shame to keep them that 
way when AmigaBASIC makes it 
so easy to write neat, readable code. 


RightOvals. The basic formula 
used in this routine forms the basis 
for several different plotting rou¬ 
tines. They all involve drawing a 
line from the perimeter of one oval 
to the perimeter of another. In this 
case, the line is drawn from a point 
on the first oval to a point halfway 
along the other. 

SideOvals. Only minor 
changes were made to RightOvals 
to produce this interesting display. 
The second oval was tilted with 
respect to the first, and the line is 
plotted with an offset added to the x 

Scaling Graphic Shapes 

When the trigonometric functions 
sine and cosine are used for graph¬ 
ics, a problem arises because both 
of these functions return only val¬ 
ues between 0 and 1. Without scal¬ 
ing (adjusting) the figures to fit the 
computer's display, you would see 
only three or four pixels in the mid¬ 
dle of the screen. Scaling the dis¬ 
play involves multiplying a set of 
coordinates by a constant amount. 
However, if you multiply both the x 
(horizontal) and y (vertical) coordi¬ 
nates by the same amount, the 
graph appears to be squashed hori¬ 
zontally on the screen. This occurs 
because the Amiga's aspect ratio 
(the ratio of horizontal to vertical 
pixels) is greater than 1. In plain 

across the screen than there are 
from top to bottom. To adjt 


the t 

Other factors influence aspect 
ratio, including the type of monitor 
you have and the physical shape 
and relative locations of the pixels it 
displays. Some experimentation is 


required to find the best scaling val¬ 
ues for any given display. In this 
program, the R variables (Rl, R2, 

various routines. By changing these 
values, you can squash the shapes 
vertically or horizontally. 

TwistedBand. Using a minor 
variation on the double-oval effect, 
this routine creates a display that 
looks remarkably like a twisted 
loop of paper. The only real differ¬ 
ence from SideOvals is that an off¬ 
set is added to the y coordinate of 
the second oval, not to its x 
coordinate. 

Multilobe. This routine em¬ 
ploys a common polar function 
which involves multiplying an an¬ 
gle theta by a fixed constant, then 


The effec 
squashed, distorted lobes instead of 
a plain circle. By setting the variable 
Lobes to 4, eight lobes are drawn. 
Try changing Lobes to different val¬ 
ues (including nonintegers) for 


te intere! 


mg w 


Show Your Colors 

Before you bought an Amiga, you 
may have heard that it can display 
4096 different colors. The low- 
resolution graphics screen lets you 
display as many as 32 different col¬ 
ors at once. If you're familiar with 
earlier computers, the Amiga's 
color system may seem confusing at 
first. On a Commodore 64, for ex¬ 
ample, color 2 is always red, and so 
on. But the Amiga, like the 
PC/PCjr, allows you to assign any 
color to color 2. The PALETTE 
statement allows you to define 
color 2 as black, magenta, or what- 

simply provides a means for refer¬ 
ring to that color—however you 
define it. 
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TurboDisk 
For DOS 3.3 


™» short utility allows Apple 11 
owners to load DOS 3.3 files up to 


computer world, but e 
Disk for DOS 3.3" to 

£Jkix!5 

the enhanced DOS is i 

S 35 S 


found elsewhere in this issue. Fc 
low the MLX directions carefully. 


version crfDOS?type BRUN TUR- 


DOS 
of DOS 3.3. 


Disk on your master copy of DOS 3.3. 
and use TurboDisk only on other 




er of seconds it 














































































































































































































































































Commodore 128 
Machine Language 

Part 3 


1 Hp Butterfield. Associate Editor 


This article, the third in Jim Butter¬ 
field's series on Commodore 128 ma¬ 
chine language programming, explains 
how to call and link a machine lan¬ 
guage program from BASIC. 


The u 






language (ML) j 
BASIC is with a SY 
Typically, you load anc 
BASIC program, and the 
loads the machine langu 
gram as needed. 

BASIC program and its accompa¬ 
nying ML code are combined in a 
single file. When you load such a 
program, the ML comes into mem¬ 
ory along with the BASIC program 
text, so all you need is the SYS. In 
cases, the BASIC program 
' - ML file in a separate oper¬ 
ation, a process known as overlaying. 

Overlaying is a flexible tech¬ 
nique. A BASIC program can load 
more than one machine language 
program; it can also load data, graph¬ 
ics screens, or other material. When 
programming an overlay, you must 
take care that a program doesn't self- 
destruct by loading something into 
memory which the program itself 

Where memory is limited, over¬ 
lays can greatly expand the capabili- 

load a machine language program 
into memory and use it; then the 
program can load a different pro¬ 
gram to the same part of memory. 


and so on. In theory, there's no limit 
to how big a program might be when 
it's brought into memory as a series 
of overlays. The CP/M system, 
which can also be used by the 128, 
works largely by means of overlays 
(in fact, when it boots in CP/M 
mode, the computer loads the entire 
CP/M operating system from disk). 

Overlay Example 

Let's write a simple machine lan¬ 
guage program and load it into 
memory. The program will, on re¬ 
quest, print a given character a cer¬ 
tain number of times, followed by a 
carriage return. We'll use it to draw 
a simple bar graph. Type MONI¬ 
TOR and press RETURN; then en¬ 
ter the following lines: 


A 1408 IMP $FFD2 

As you enter each line, the 
computer rewrites the line and 
prompts you with the address for 
the next line. A question mark 
means that you need to retype the 
line. After you enter the last line, 
the computer displays this line: 

To end the assembly, press RE¬ 
TURN on this line without typing 
anything else. The line at 1400 calls 
the print routine, which prints what¬ 
ever character is in the A register. 
The value in that register will be set 
by the BASIC calling routine. The 


line at 1403 subtracts one from the 

value is set from BASIC as well. 
Lines 1404-1408 say, “If the count 
has not hit zero, go back; otherwise, 
load and print a RETURN character 
and return to BASIC". 

After you enter the program, 
1 - disk with the following 


gram under the filename +ML. 
There's nothing magical about the 
plus sign (+) at the beginning of 
the filename. I prefer to put a spe¬ 


lt the si 


if the 


name of any file I 
to be loaded with a BASIC LOAD 
or DLOAD. This serves as a visual 
reminder of the file's special pur¬ 
pose when you are scanning a disk 
directory. Any legal Commodore 
filename can be used when saving 
files from the ML monitor. How¬ 
ever, the BASIC program listed be¬ 
low expects to find a file named 
+ ML, so you should include the 
plus sign for this example. 

After you press RETURN, you'll 
see the disk light come on and hear 

handy feature of the machine lan¬ 
guage monitor. We'll ask the disk 

well. Type the single character @ 
and press RETURN. You'll get a 
report from the disk. There will be a 
number (the error type, normally 
0); a message (normally OK); and 



















64 Screen Splitter 

Lqu Goldstein 


This Commodore 64 utility allows you 
to add extra sprites, mix graphics and 
text, and achieve other split-screen 
effects usually seen only in commer¬ 
cial software. It can be used without 
machine language knowledge. 


Ordinarily, the Commodore 64 can 
display only one screen type at a 
time, one character set at a time, 
one set of sprites at a time, and so 
on. But imagine selecting one set of 
features for the upper portion of the 
screen and another for the lower 
portion. You might, for example, 
use high-resolution graphics above 
and standard text below. Or you 
might want a combination of eight 
sprites and graphics characters on 
top, plus extended color mode and 
eight more sprites on the bottom. 

Such seemingly impossible 
split screens are easily created—if 
you happen to be an accomplished 
machine language programmer. 
With "64 Screen Splitter," you can 

solutely no knowledge of machine 

new commands to BASIC to permit 
the simultaneous display of two 
distinct screens of your choice. Each 
screen can be either high resolution 

color, or extended color text mode. 
Each can have its own colors, char¬ 
acter set, and sprites. In short, any¬ 
thing you can do with a single 

your two screens. 


Get Ready To Split 

Program 1 is the machine language 
for Screen Splitter, which you must 
enter with the "MLX" machine lan 
guage entry program published 
elsewhere in this issue. Follow the 
MLX instructions carefully. When 
you run MLX, you'll be asked for a 
starting address and an ending ad¬ 
dress for the data you will be enter¬ 
ing. Here are the addresses you will 
need to type in Screen Splitter: 

Before using Screen Splitter, 
you must always reserve a safe 
memory area where it can store 
high-resolution screens and dot 
patterns. This is done by moving 
the start of BASIC program space 
upward in memory. BASIC work¬ 
space normally starts at location 
2048. For Screen Splitter, the safest 
new location is 16384. Here is a 
short program that performs all of 
the setup needed to use Screen 
Splitter: 



Une 10 loads Screen Splitter 
into memory. When you type line 
10, replace SPLITTER with the 
name you used when saving Screen 
Splitter with MLX (if you are using 

for e ,8” S ). e Line 20**activates Screen 


Splitter with SYS 49152 and raises 
the start of BASIC to location 
16384. Lines 30-60 are optional 
and should be used only if you 
want to load and run a BASIC pro¬ 
gram of your own (in which case, 

your program for MYPROG in line 
30). If you don't want to load and 
run a program, add a NEW state- 

delete lines 30-90. 

Program 2 contains a brief 
demonstration of several Screen 
Splitter features. Don't forget to 
load and activate Screen Splitter 
before you load and run this 
program. 

Split Screen Commands 

Screen Splitter adds two new state¬ 
ments to Commodore 64 BASIC: 
@SCREEN and @SPLIT (note that 
both statements begin with an @ 
sign). The @SCREEN statement 
prepares the correct environment 
for a split-screen display, and 
@SPLIT actually makes the split 
screen appear. @SCREEN must al¬ 
ways be used before @SPLIT. Here 
is the general syntax for 
@SCREEN: 

@)SCREEN map, topchar, botchar, topmode, 

@SCREEN takes five parame¬ 
ters, which can be numbers or nu¬ 
meric variables. The first 
parameter, map, can be any num¬ 
ber from 0-4, and determines 
where your screens will be stored. 
Figure 1 shows the five different 
memory configurations selected by 
map values 0-4. 

The numbers at the left of the 
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More Solitaire 





























key P to'be'prKsed^When'an arrow 
keyj.pressed'Jhe, IF statements 

are added to detect a key press of 
REDO (FCTN-3), BEGIN (FCTN- 
5), or FCTN-P for print. Lines 

how 6 you p a Iyed e th C e° whole gam" 

i;? K .r;::::ir T2 

fjUypLjSIIIL-t, 

1514 M-M+r 

direLfn ^ Cann °* 8 ° *" *“* 

1630 GOTO 850 


1640 F*=M*(M> 

il iljllili-i’lllii 

camotSdeTe^atowton? 

J>.2,<C + S3N<C2-C)>»2 + 4 


SHSHEIS'S 

tions. SGN is used to figure out the 

tions. If the row is constant, SGN 

B lEEs-,, ’ll 
nil 

Keeping Track Of 

be 1 or-1 for the middle peg. If C 
and C2 are the same, then SGN 

e 

the* CALL’KEY e ioo r p n fOT e th b e aC next 
move. This process continues (in- 

the game from the shut fta screen 

E missiSiffeiiS, 

IK; 

SliESS5 

=ISr:, 


are in the M$ array. To simplify 

G^rray m allXcatiras e wU S i e be m one- 


iiS p!° S,!KLKiT5. 

digit numbers. Therefore, the M$ 
string will be a four-digit number. 
For exampie, M$(5) might be 5351, 

moves to (W) 6 ThetopMw ofthe 
cross shape is row 1, and the left¬ 
most column is column 1. The cen¬ 
ter hole is (5,5). 

If you wish to save typing ef- 

cassette or disk to C. Regena, P. O. 
Box 1502, Cedar City, UT 84720. 

fill Si:" 6 ” e 

number of the move.^es * 1115 

gt Not e: Tins listing • is incomplete . 















The World Inside the Computer 

Fred D'lgnazio, Associate Editor 


Boy Shoppin’ With Taunnie Howery 


















Computers and 


David D Thannburg Associate Editor " 


Society 


A Nation Of Thieves? 


Judging from articles appearing in 
some of the trade magazines these 
days, software piracy is becoming a 
big business. The most conservative 
estimate I've seen suggests that pira¬ 
cy cost the industry $168 million in 
1984 alone. Estimates for 1985 
losses are in the $800-million range. 

According to industry observ¬ 
ers, piracy is largely restricted to 
software that runs on personal 
computers, and the bulk of the loss 
comes from individuals who make 
copies as "gifts" for others rather 
than from organized counterfeiters 
who operate their thievery for profit. 

Reasons For Copying 

In the past few months I have corre¬ 
sponded with many people who 
make illicit copies of software. In 
many cases, these people feel that 
software is not "property" in the 
normal sense of the word, and that 
making a copy doesn't hurt anyone. 
"Sure I use copied software," one 
person wrote; "I wasn't going to 
buy it anyway, so who loses?" An¬ 
other common argument is that the 
copy is merely for "testing," and, if 
the program is any good, a legiti¬ 
mate copy will be purchased from 

argument arises: "Most software is 
overpriced, and I paid enough for 
my computer, so why should I have 
to pay for software too?" 

One of my favorites among the 
arguments is: "When I make copies, 
I am giving free advertising to the 
software vendor. They should thank 



only victim of this mentality. The 
popularity of dual-bay tape record¬ 
ers with "auto-dubbing" features is 
taken by many to be an indication 
that we have become a nation of 
copiers. The copying of audio re¬ 
cordings is thought to be so perva¬ 
sive that the U.S. Senate has 
proposed a bill (S. 1739) that would 
impose a 5-percent royalty tax on 


on dual-bay recorders, and a $1 
(per cassette) tax on blank tapes. It 
is possible, if software vendors 
were to form a powerful lobbying 
organization, that similar legisla¬ 
tion would be proposed for com¬ 
puters as well. 

Imagine having to pay a spe- 

ond disk drive, or whenever you 
buy blank disks! 

I don't like this proposed legis¬ 
lation for two reasons. First, it pe¬ 
nalizes those who do not copy, and 

those who do. Once such a tax goes 
into effect, it will be easy for people 
to justify copying by saying, "I al¬ 
ready paid my copying tax, so why 
shouldn't I do it?" 

Industry’s Response 

If the software industry hasn't got¬ 
ten special legislation enacted, it 

down on illicit copying. The most 
popular method involves copy¬ 
protection of the disk. 

By making disks hard to copy, 

number of "free" copies floating 
around the user community. In fact, 
virtually every copy-protection 
scheme can be broken within a 
half-hour by anyone who wants to 
take the time to do it. The real 
consequence of copy-protection is 
that legitimate users are burdened 
with problems when they make le¬ 
gitimate backup copies of a disk, or 
when they try to install their prod¬ 
uct on a hard disk. Many vendors 

backup disk or to a hard disk, but 
then require that a master disk be 

booted. This penalizes the 8 honest 
user who wants to reconfigure the 
computer system, or who wants to 
place software on a hard disk drive. 
The person who makes illicit copies 
has no such penalty since, once the 


copy-protection is broken, new 
copies have no protection at all. 

New schemes are being pro¬ 
posed weekly to solve this problem, 
but I think that copy-protection ap¬ 
proaches the problem from the 
wrong angle. 

A Different Approach 

Call me naive if you wish, but I'd 
like to think that people could be 
kept from copying software be¬ 
cause it is wrong to do so, not be¬ 
cause it is too difficult to do. Rather 
than invest time and energy in 
copy-protection schemes that are 
expensive to implement, that pe¬ 
nalize honest users, and that can be 
broken in a short time anyway. I'd 
rather see the industry launch an 
educational effort to let the public 
know that software can be protect¬ 
ed under Federal copyright law and 
that the unauthorized copying of 
this software is a Federal offense. 

Quite simply, it is against the 
law to copy software. 

A second prong in this educa¬ 
tional effort would be to help the 
public understand that software 
theft is not a "victimless crime," 
that the loss of revenue can lead 

software developers. The real trag¬ 
edy is that, since it is the good 
software that gets copied, it's the 
good, innovative developers being 
driven out of the business. 

I feel certain that, once people 
come to realize the negative conse¬ 
quences of their copying, copy¬ 
protection can become a thing of 

say that software copying is a viola¬ 
tion of Federal law (which it is), it 
should be enough to say that we 
shouldn't copy software simply be¬ 
cause it isn't fair to the people who 
created it in the first place. 

David Thornburg enjoys hearing 
from readers and may be reached in 
care of this magazine. @ 








Telecomputing Today 


Arlan R, Levitan 


Fighting The Bloat Factor 


1111111 


increased ^hTbase transmission 

^mbytes'<me- 

computirLg^O-megabyteVarddisk 
drives are well within the reach of 
the average yuppie's pocketbook. 

Ip!! 

a 48K program at 300 bps and pay 
$2.50 for the privilege. But how 




now in vogue, far higher transmis- 

srESSSI 

goodbye to the “huge" 128K ad¬ 

SSSsSSS 

ipSS|omet^erdT; 

dress space of the Commodore H8. 

640K of an IBM PC. There is al¬ 
ready talk that serious software for 


played it smarter so I thought) by 

HiEr’iSSPS* 

measure 7 If modems and the com- 

E1IIHSES 

closed my eyes for a moment.... 

Think I'm stretching things? 

ASSESS 

body's guess. The cost of upgrading 

I was rudely awakened by the bell 
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o h f 6 chargl e f7om d my deale^'ta’14 
days, I decided to pass on Apple's 

month! © 














The Beginners Page 

C. Regena 


The Many Faces Of PRINT 


I am happy to be taking over "The 

MrwhoL'ltumXewTespon: 

sibilities as^ditcnof COMPUTERS 


pears. If you use TAB with Tnumer- 
ic value, don't forget to allow for 



The ^PcTifimction^prints^he Burm¬ 



in parentheses. The difference be¬ 
tween TAB and SPC is that TAB 
usually moves the cursor column 

SIS 

$/ When a delimiter falls at the 
end of a PRINT statement, it affects 

iliiSib; 

This month let's look at one of 

prim°some£hing W *at ^oe^T fi° 

^ Closely^related to ^ the SPC 


Se'those'fo?St ffiM, n /unig^and 

the PRINT statement. PRINT used 
by itself prints a blank line on the 
screen. PRINT may be followed by 

110 read's? 

120 PRINT NS,-" "j 

iJ! 5SI L „„ ™-, „ 

specified in parentheses. 


The^Khon^cstheoper- 

, A string made by SPACES can 

numbers, or characters enclosed in 

print the"product of a°BASIC func¬ 
tion, such as the tangent of an angle 

ESnl'riiS 

in^a PRINT statement^theVe™ 

rSSSEFHS 

The number in parentheses indi¬ 
column 0; others start with column 

whh^TAR ^or example^mi 1*40- 

^r spACE$<20,+ ” TWD " 

STRINGS is another useful 

SSsrSsH 

theses is the number of characters 

print a string of 12 asterisks with 

Notice the difference in the re- 

values tee he Tn mindThat ™ meriC 

either STRING$(12,42) or STRING 
$(12, . ). © 

™£po^£ns\£Sltem2nX 

. puter adds space before the number 















ST Outlook 


|.J u | M e | R nn AssKtnnf Fdithr 

The New ST BASIC 

snrSKcts'Si 

xiasajttii: 

firm of MetaComCo. The BASIC 
itself isn't available, but we have a 

Ew n ^ic"iilTcHf 3? 

fromBAS^muchas'VDISYS^and 
GEMSYS call VDI and AES 

GEM—ADDRIN, GEM_ 
ADDROUT, GEM_CONTRL, 
GEM_GLOBAL, GEM—INTIN, 
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ASK MOUSE, ASK RGB. 

ASK MOUSEjeads c ^~ 
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system routines. But will it be good 

=5Sg£C; 

“SS 

paZm^soiid^cfottetb and sZon) or 

ThTre'ftomething to be said for 

l?a S §|™™ d 
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MAT AREA, MAT DRAW, 
MAT LINEF, MAT SOUND. The 

^beZone “pZgmmmtagTt 

the machine level—using system 
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LINEF duplicates MAT DRAW). 
MAT SOUND causes the ST's 

A second, perhaps more im- 
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Root Computing 

















AmigaView 


ItmeaaMJi char | es Brannon, Program Editor 

Getting Online 


"Extras" disk contains a simple ter¬ 
minal program in the BasicDemos 

ElSE£lE ,i S 




necting a modem to your Amiga. 
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Programs such as XMODEM allow 

XON/XOFF allows either computer 




The Twenty first Century 

the IBM serial port. (The Amiga 
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INSIGHT: Atari 


A Special RAMdisk For The 800XL 


is a continuation of my August 
column, wherein I discussed some 
s ins and outs of memory bank 

gave you a means of referring tc 
your RAMdisk as something other 
than D8:. At the end of that article, I 
promised that the September issue 
would talk about why a 130XE has 
only 126K bytes of RAM, and oth< 
oddities. As you probably noticed, I 
got sidetracked last month. I hope 
you didn't mind too much my remi- 
’scing, and I promise to get back to 

In fact, let's start working nor 
m'U recall that I had posed tl 
question "Is there a way to use the 
extra 16K memory of the 800XL as a 
RAMdisk?" My answer was a hesi- 
' it yes, because it isn't easy (it 
>k me a relatively long time to 
prepare this article). For example, 
‘he extra memory of the XL is locat- 
d from $COOO to $FFFF (the top 
16K bytes of the 6502's address 

usedby the OS ROMs and the v’ 
hardware registers (another ii 
:e of bank selection). What's 
ig- with that, you ask? Why 


With Frightening 
Regularity 

interrupt occurs, the 6502 looks in 
some locations in the top of memo¬ 
ry (between $FFFA and $FFFF) to 
find the address of the routine 
which will process the interrupt. If 
we have turned off the OS in order 
to use the extra RAM, those loca¬ 
tions surely will contain garbage. 
And interrupts occur on Atari com¬ 
puters with frightening regularity: 

refresh, once every time a display 
list interrupt is encountered, once 
for each key press; the list goes on. 


Still there are more problems. 

the^AugustIssue to 62K of C RAM 
and 126K of RAM, when you 
would expect the figures to be 64K 
and 128K? Well, it turns out that, 
even if we disable the OS ROMs in 
order to access the extra RAM, there 
is no way to disable the hardware 
I/O space (which occupies address¬ 
es $D000 through $D7FF). There 
simply is no RAM in these 2K. Peri¬ 
od. So we are down to 14K of hard- 
to-use RAM with a nasty hole in the 

Any more nasties to contend 
with? Yes. When your Atari is dis¬ 
playing text of any kind (GRAPH¬ 
ICS 0,1, or 2, or the text window in 
other modes), the ANTIC chip gets 
the shapes of the characters to dis¬ 
play from one of two character sets 
in ROM (American version at loca¬ 
tion $E000, international set at 
$CC00). If we turn off the ROMs, 
either we must first copy the char- 

uSrle et RAM still further^or'we 
must turn them off only while no 
characters are being displayed (for 
example, during, the vertical blank 

monkey wrench: With all versions 
of DOS 2, including DOS 2.5, the 
VTOC (Volume Table Of Contents) 
sector and the directory sectors are 
smack-dab in the middle of a 720- 
sector disk. That means they use 
sector numbers 360 through 368. 
Hmmm—if we have a 16K RAM¬ 
disk, we have 128 simulated sec¬ 
tors. And 360 is bigger than 128. 
Kablooey. 


A Tall Order 

vithout major surgery, DOS 2,1 
.ot use the 800XL's extra RAM 
ren a small RAMdisk. Work to 
one includes (1) changing DOS 
2.5's RAMdisk handler to use a dif- 
>t 16K range of memory; (2) 


fixing the bank select logic so that it 

stead of actually selecting banks; (3) 
somehow changing the RAMdisk 
initialization code so that it knows 
we have only one bank of RAM and 

it; (4) somehow moving the simu¬ 
lated VTOC and directory sectors 
into our limited 14K (112 pseudo¬ 
sector) range; (5) disabling all inter¬ 
rupts while we access the RAM; 
and (6) only accessing the RAM 
during the vertical blank interval. 

only easy task here is item 6. When 
we first worked on DOS 2.5, the 

striction, and there is still a flag 
buried in DOS 2.5 which tells it to 

before doing its simulated sector 
I/O. 

Well, the listing accompanying 
this article does all of the above. 
When you enter and run this pro¬ 
gram, it creates a new version of 
RAMDISK.COM, the special boot 
file that DOS 2.5 uses, which in¬ 
deed gives you a 14K RAMdisk. 
The program is only for 800XL 
owners, and only for DOS 2.5. It 
won't work with any other combi- 

program overwrites the existing 
RAMDISK.COM file on the DOS 
disk, so be sure you have a backup 
if you want to keep a copy of the 
original file. 

Some other cautions are also in 
order: 

1. Don't hit the RESET key 
while the RAMdisk is active. This is 
a sure way to scramble the contents 
of the RAMdisk. 

2. Don't try to format the RAM- 

BASIC program which uses XIO 
254). This version of RAMDISK- 

need for making a hole in the middle 
of the pseudodisk where the I/O 


























COMPUTE’S 
Author Guide 


Most of the following suggestions serve to improve 
the speed and accuracy of publication. COMPUTE! is 
primarily interested in new and timely articles on the 
Commodore 64/128, Atari, Apple, IBM PC/PCjr, 
Amiga, and Atari ST. We are much more concerned 
with the content of an article than with its style, but 
articles should be clear and well-explained. 

The guidelines below will permit your good ideas 
and programs to be more easily edited and published: 

1. The upper left corner of the first page should 
contain your name, address, telephone number, and 
the date of submission. 

2. The following information should appear in the 
upper right comer of the first page. If your article is 
specifically directed to one make of computer, please 
state the brand name and, if applicable, the BASIC or 
ROM or DOS version(s) involved. In addition, please 
indicate the memory requirements of programs. 

3. The underlined title of the article should start 
about 2/3 of the way down the first page. 

4. Following pages should be typed normally, ex¬ 
cept that in the upper right corner there should be an 
abbreviation of the title, your last name, and the page 
number. For example: Memory Map/Smith/2. 

5. All lines within the text of the article must be 
double- or triple-spaced. A one-inch margin should be 
left at the right, left, top, and bottom of each page. No 
words should be divided at the ends of lines. And 
please do not justify. Leave the lines ragged. 

6. Standard typing paper should be used (no eras¬ 
able, onionskin, or other thin paper) and typing 
should be on one side of the paper only (upper- and 
lowercase). 

7. Sheets should be attached together with a pa¬ 
per clip. Staples should not be used. 

8. If you are submitting more than one article, 
send each one in a separate mailer with its own tape 

9. Short programs (under 20 lines) can easily be 
included within the text. Longer programs should be 
separate listings. It is essential that we have a copy of 
the program, recorded twice, on a tape or disk. If your 
article was written with a word processor, we also ap¬ 
preciate a copy of the text file on the tape or disk. 
Please use high-quality 10 or 30 minute tapes with 
the program recorded on both sides. The tape or disk 
should be labeled with the author's name, the title of 
the article, and, if applicable, the BASIC/ROM/DOS 
version(s). Atari tapes should specify whether they are 
to be LOADed or ENTERed. We prefer to receive Ap¬ 
ple programs on disk rather than tape. Tapes are fairly 
sturdy, but disks need to be enclosed within plastic or 


cardboard mailers (available at photography, station¬ 
ery, or computer supply stores). 

10. A good general rule is to spell out the num¬ 
bers zero through ten in your article and write higher 
numbers as numerals (1024). The exceptions to this 
are: Figure 5, Table 3, TAB(4), etc. Within ordinary 
text, however, the zero through ten should appear as 
words, not numbers. Also, symbols and abbreviations 
should not be used within text: use "and" (not &), 
"reference" (not ref.), "through" (not thru). 

11. For greater clarity, use all capitals when refer¬ 
ring to keys (RETURN, TAB, ESC, SHIFT), BASIC 
words (LIST, RND, GOTO), and three languages 
(BASIC, APL, PILOT). Headlines and subheads 
should, however, be initial caps only, and emphasized 
words are not capitalized. If you wish to emphasize, 
underline the word and it will be italicized during 
typesetting. 

12. Articles can be of any length—from a single- 
line routine to a multi-issue series. The average article 
is about four to eight double-spaced, typed pages. 

13. If you want to include photographs, they 
should be either 5X7 black and white glossies or 


14. We do not consider articles which are submit¬ 
ted simultaneously to other publishers. If you wish to 
send an article to another magazine for consideration, 
please do not submit it to us. 

15. COMPUTE! pays between $70 and $800 for 
published articles. In general, the rate reflects the 
length and quality of the article. Payment is made 
upon acceptance. Following submission (Editorial De¬ 
partment, COMPUTE! Magazine, P.O. Box 5406, 
Greensboro, NC 27403) it will take from four to eight 
weeks for us to reply. If your work is accepted, you 
will be notified by a letter which will include a con¬ 
tract for you to sign and return. Rejected manuscripts 

stamped envelope. 

16. If your article is accepted and you have since 
made improvements to the program, please submit an 
entirely new tape or disk and a new copy of the arti¬ 
cle reflecting the update. We cannot easily make revi¬ 
sions to programs and articles. It is necessary that you 
send the revised version as if it were a new submis¬ 
sion entirely, but be sure to indicate that your submis¬ 
sion is a revised version by writing, "Revision" on the 
envelope and the article. 

17. COMPUTE! does not accept unsolicited product 
reviews. If you are interested in serving on our panel 
of reviewers, contact the Review Coordinator for 


COMPUTE!’s Guide 
To Typing In Programs 


i—type the pro- 


Computers are precise— x 
gram exactly as listed, including neces¬ 
sary punctuation and symbols, except 
for special characters noted below. We 
have provided a special listing conven¬ 
tion as well as a program to check your 
typing—"The Automatic Proofreader." 

Programs for the IBM, TI-99/4A, 
and Atari ST models should be typed 
exactly as listed; no special characters 
are used. Programs for Commodore, 
Apple, and Atari 400/800/XL/XE 
computers may contain some hard-to- 
read special characters, 1 



»hown in the tables below. For 
nodore, Apple, and Atari, a single 
ol by itself within curly braces is 
ly a control key or graphics key. If 
5e {A}, hold dc- “ ^ 


CONTROL 



dore listings are i 
symbols are underlined. A graphics 
heart symbol (SHIFT-S) would be listed 
asS. One exception is {SHIFT- 
SPACE}. When you see this, hold down 
SHIFT and press the space bar. If a 
number precedes a symbol, such as {5 
RIGHT}, {6 S}, or \<8 Q>\, you would 
enter five cursor rights, six shifted S's, 
or eight Commodore-Q's. On the Atari, 


Atari 400/800/XL/XE 


Cursor Right 


Commodore PET/CBM/VIC/64/128/16/+4 
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"Before you buy. 
insurance, examine 
the evidence.." 


Here's why... An agent who 

works for one company can only offer you 

the policies that his company sells. An Independent 

Insurance Agent represents several companies. 

So your Independent Agent can help you select 
the right coverage at the right price because there 
are more policies from which to choose. 

The evidence is clear. 
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Origin Systems, 

creators erf the award-winning Ultima® series. 


Total war against a juggernaut fighting machine 
- ~*crr - T -1 by Steve Meuse 


A strategy game for one or two playe 
OGRE pits an array of infantry and arm< 
forces against a single cybernetic supert 
bristling with weapons—the OGRE. 

Adapted from the classic Steve Jack 
1 ■. ,., s ., . 

Ihdtown u»»th*RANGE.iUi.>lui 

OGRE- considers its move and fire rang 


the challenge of a lifetime is waiting. 


OR/G/N 


340 HARLEY ROAD, MANCHESTER, NR 03103 (603) 644-3360 






elling releases from 
hem and do let us know. 


Thank you! 


Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 
Please visit us www.refromags.com 


is made from these scans, nor do we offer anything 
available from the publishers themselves. 
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